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Commodore Force Au gust 1993 


1. Incredible Shrinking Sphere, 

2. Park Patrol 
3 Raapage 

4. Start light 

5 Perplex 

6 Nylon Oxygen 

7, Breeze of Diogenes 

8, Terminus 

9, Easy Lives 


(full game) 

(full game) 

(full game) 

(adventure) 

(pd demo) 

(pd demo! 

(pd demo I 

(pd copy of film Darkstar!) 
(Rimrunner, Barbarian II, Ikanwarhor 
Darkside,Pacland,Solomons Key) 
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Commodore Force September 1993 


1. Blues Brothers, 

2. Hacker II 

3. Guadalcanal 

4. Easy Lives 


(full game) 

(full game) 

(full game) 

(Dropzone,Steet Hassle,Hysteria, 
Paperboy,Sidewize) 

(cheats for Gameover 2.War,Trap, 
Iridis Alpha! 

(music rips for Amalite,Citadel, 
Jack the Nipper 2) 









Commodore Force October 1993 


1, Barbarian II (full game) 

2. Ban Dare (full game] 

3.Sea Command (full game] 

4.Seep of Bagdad(demo) 

5.Easy lives (Modes of Yesod,Tracer.Bionic Commando. 

I Ball,Holiday Cops.Sega fcpocolypse! 



Commodore Force (Autumn) November 1993 


1.Star Paws (full game) 

2. Nosferatu the Vampire (full game) 

3. Ghostbusters (full game) 

4. Easy Lives (Captain Dynamo. Bank ok Ki 

Batman the Caped Crusvh 
Midnight Resistance. 
Bounty Bob Strikes Back 


















nBodore Force (Winter) Deceaber 1993 


ion 

2.Aliens 
3 Soids 
4.By Jove 

Mayhea In Konsterland 
' Easy Lives 


(full gane! 

(full gane) 

(full game) 

(Full Adventure! 

(deao) 

(Gryzor.Dan Dare,Hartman. 
Saboteur2.Biu.es Brothers. 
Coolworld) 


COMMODORE FORCE 


JAN 94 

CD 

(Reel 25/26) 

2 ® 

Z: 7 

LOAD" *",8,1 

l- W S 

< o Q 

Uj o> < 
rr UJ 

(c) 1993 Impact Magazines. 

LL rZ: 

o & 


Commodore Force January 1994 


1.Driller 
2.Supersprint 
3.Super Hang-On 
4.Easy Lives 


(full game) 

(full gane) 

(Full game) 
fI.s.s,Park Patrol 
Raitpage, Ghost busters. 
Krackout,Arctura) 














COMMODORE FORCE 

FEB 94 


LOAD" *",8,1 

(c) 1993 impact Magazines. 



Commodore Force (February 19941 


1 Impossible Missions 

2. Beacb Head 2 

3. Easy Lives 


(full game 1 
(full game) 

(Hat lax.Breakdown. 
Frenzy,Subsonic, 
Slider Rider,Cops! 
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Month/Issue 


July 

87 

August 88 

September 

89 

Mon 

m 

6 13 20 27 



3 10 17 24 31 

. 7 14 21 28 


Tues 

. 

7 14 21 28 


. 

4 11 18 25 ... 

1 8 15 22 29 


Wed 

1 

8 15 22 29 


. 

5 12 19 26 ... 

2 9 16 23 30 


Thu 

2 

9 16 23 30 


. 

6 13 20 27 ... 

3 10 17 24 ... 


Fri 

3 10 17 24 31 


. 

7 14 21 28 ... 

4 11 18 25 ... 


Sat 

4 11 18 25 ... 


1 

8 15 22 29 ... 

5 12 19 26 ... 


Sun 

5 12 19 26 ... 


2 

9 16 23 30 ... 

6 13 20 27 ... 




October 

90 


November 91 

December 

92 

Mon 


5 12 19 26 

... 


2 9 16 23 30 

. 7 14 21 28 


Tues 

. 

6 13 20 27 

... 

. 

3 10 17 24 ... 

1 8 15 22 29 


Wed 

. 

7 14 21 28 

... 

. 

4 11 18 25 ... 

2 9 16 23 30 


Thu 

1 

8 15 22 29 

... 

. 

5 12 19 26 ... 

3 10 17 24 31 


Fri 

2 

9 16 23 30 

... 

. 

6 13 20 27 ... 

4 11 18 25 ... 


Sat 

3 10 17 24 31 

... 

. 

7 14 21 28 ... 

5 12 19 26 ... 


Sun 

4 11 18 25 ... 

... 

1 

8 15 22 29 ... 

6 13 20 27 ... 
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Month/Issue 

January 81 

February 82 

March 83 

Mon 

. 6 13 20 27 ... 

. 3 10 17 24 ... 

. 2 9 16 23 30 

Tues 

. 7 14 21 28 ... 

. 4 11 13 25 ... 

. 3 10 17 24 31 

Wed 

1 8 15 22 29 ... 

. 5 12 19 26 ... 

. 4 11 18 25 ... 

Thu 

2 9 16 23 30 ... 

. 6 13 2C 27 ... 

. 5 12 19 26 ... 

Fri 

3 10 17 24 31 ... 

. 7 14 21 28 ... 

. 6 13 20 27 ... 

Sat 

4 11 18 25 . 

1 8 15 22 29 ... 

. 7 14 21 28 ... 

Sun 

5 12 19 26 . 

2 9 16 23 . 

1 8 15 22 29 ... 


April 84 

May 85 

June 86 

Mon 

. 6 13 20 27 ... 

. 4 11 18 25 ... 

1 8 15 22 29 ... 

Tues 

. 7 14 21 28 ... 

. 5 12 19 26 ... 

2 9 16 23 30 ... 

Wed 

1 8 15 22 29 ... 

. 6 13 20 27 ... 

3 10 17 24 . 

Thu 

2 9 16 23 30 ... 

. 7 14 21 28 ... 

4 11 18 25 . 

Fri 

3 10 17 24 . 

1 8 15 22 29 ... 

5 12 19 26 . 

Sat 

4 11 18 25 . 

2 9 16 23 30 ... 

6 13 20 27 . 

Sun 

5 12 19 26 . 

3 10 17 24 31 . 

7 14 21 28 ... 
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55 DATA 32,44,247,169,0 
60 DATA 

141,32,208,32,108 
65 DATA 
245,169,192,141 
70 DATA 239,3,76,167,2 
85 DATA 

169.76.141.65.13 
90 DATA 

169.249.141.66.13 

95 DATA 169,12,141,67 
100 DATA 13,108,0,128 


(Mewson) 

For invincibility, rewind your 
Uridium cassette to the 
beginning and then type In 
the following listing: 

10 PRINT CHR#(147) 

20 FOR A-49152 TO 
49202: READ B; POKE A,B: 
NEXT 

30 SYS 49166 
40 DATA 

162,20,189,33,192 
45 DATA 157,198,224,202 
50 DATA 16,247,76,0,224 


Now type RUN (RETURN) 
and press play on tape to 
load the game. 


camel (or something) emerges which 
can be used instead. 


ALLEYKAT 

(Hewson) 

Infinite Energy 

RUN this listing before loading the 
game. 

20 SYS 63276: POKE 783,1: POKE 
829,0: POKE 830,64:POKE 831,0: 
POKE 832,72: SYS 62828 
30 GOSUB 50 

40 FOR 1=679 TO 820: POKE 
I,PEEK(15705+1): NEXT: END 
50 FOR 1=997 TO 1057: READ X: 
POKE l,X: NEXT 
60 DATA 

165,2,133,2,240,245,32,215,2,169,55, 
141,45,225,169,224,141,57,225 ,169,3 
70 DATA 

141,58,225,169,76,141,56,225,169,0,1 
41,213,2,169,224,141,214,2, 162,10 
80 DATA 

189,26,4,157,224,3,202,16,247,76,167 
,2,169,148,141,219,12,108,0, 128 
90 RETURN 

Unlimited Money 

Before loading, type in the listing and 
RUN it to enter the world of the mega¬ 
rich. 

10 FOR A=65280 TO 65321: READ Z: 
POKE A,Z: NEXT: SYS 62806: POKE 
1013,255 
20 DATA 

169,13,141,42,225,169,255,141,43,22 
5,76,0, 224,169 
30 DATA 

165,141,11,17,141,17,17,169,0,141,12 

7,16,141,129,16 

40 DATA 

169,240,141,248,15,169,34,141,249,1 
5,76,208,207 

Hint 

At the beginning of a race fly to the 
right-hand side of the screen and 
extend your wings. Shoot all the 
obstacles in your path for one lap, then 
flip your wings back and accelerate to 
full speed for the rest of the race. Most 
Anti-Kat craft should leave you alone, 
even the KaterKiller, but keep shooting 
just in case. Never enter dodge ‘em 
races as this method often doesn’t 
work on them. 


MORPHEUS 

(Rainbird) 

Type in the listing, SAVE it for future 
use, then RUN it and follow the 
prompts. 

10 PRINT CHR#(147): REM 
MORPHEUS CHEAT 
15 FOR A=1024 TO 1089: READ B: 
POKE A,B: C=C+B: NEXT 
20 IF C<>6164 THEN PRINT 
CHR#(147);“DATA ERROR, CHECK 
AND CORRECT!”: END 
25 PRINT 


CHR#(17);CHR#(17);“INSERT 
MORPHEUS TAPE”; 

30 POKE 157,128 
35 SYS 1024 

40 DATA 32,86,245,169,32,141 
45 DATA 

117,3,169,21,141,118,3,169,4 
50 DATA 


2. LOAD and RUN the game as 
normal. When the game has fully 
loaded, the monitor prompt will appear 
automatically. As usual, the four-digit 
number will appear in the top left-hand 
corner. Change the number to read 
4000, then press RETURN. 

3. Type:.F 5A14 5A16 EA (RETURN) 

4. A normal 
Cheats 

Press FI during the demo mode to 
take control of the ship. Also, get a 
score of over 68,000 and enter a yak’s 
head as the first character of your 
name to see what happens at the end 
of the game. 

During the game, hold down FI — 
you can now move Gliby along the 

surface without 
being harmed 
by static 
aliens. 


Tips 


Wave One 

Try not to crash 
into anything. 
Shoot everything 
till you turn white 
then land on the 
core. There 
should be about 
six aliens left so 
take off and shoot 
the rest — but 
make sure that you land on the core 
before the next wave appears. 


Wave Two 

You should now be on the core, so 
keep your finger on the fire button until 
there are about five hostiles left — the 
core should be almost full. Leave the 
core without crashing and shoot the 
remaining aliens — speeding up 
gradually. 


Wave Three 

These aliens are pretty damn nasty, 
but you should have quite a bit of 
energy left over from the last wave. 

The aliens appear as little white 
Phreds (from Stargate) and are 
harmless until you shoot or crash into 
one. The best way of avoiding them is 
to zoom along to the left, turning and 
firing as you go. The faces that emerge 
from the Phreds are left behind and 
eventually disappear. Keep an eye on 
the energy situation — if it gets a bit 
high, crash into an alien and let it drop 
a little before whizzing off again. 

As soon as the wave finishes, a 
progress chart is displayed before you 
are returned to the game. As soon as 
the action restarts, beware — there are 
usually some faces from the last level, 
so make sure you keep out of their 
way until they disappear. When they 
disappear, keep shooting and dumping 
energy until you enter the bonus game. 

If you do manage to get to the first 
bonus level, go straight to the left and 
speed up. The other bonus levels are 
increasingly complicated, so take them 
slowly and work them out for yourself. 

That’s a rough breakdown of the 
first few waves. Naturally things get 
harder from here on, so here are some 
general tips to help you along... 

Try not to transfer to another planet 
— take one planet at a time, otherwise 
you can get lost. If you have to use the 
warp gate, make sure that both 
pointers are on the same planet. 
Entropy is the biggest pain of all. When 
the screen starts flashing, transfer to 
the other side of the planet via the 
rings left behind by shot aliens. The 
faces don’t leave rings, so use the 
warp gates. On higher waves some 
rings don’t work, but if they’re shot, a 


141,119,3,76,167,2,169,35,141 
55 DATA 143,8,169,4,141,144,8 
60 DATA 173,8,169,48,141,91,8 
65 DATA 

169,4,141,92,8,76,16,8,169,0 
70 DATA 

141,48,15,169,173,141,122,66,169 
80 DATA 28,141,219,70,76,16,8 


Hints, maps, cheats and 
complete solutions for your all- 
time favourites! 

This month the def guide to 
LAST NINJA III, plus infinite 
lives for ARMALYTE, 
BOMBUZAL, GHOSTS 'N' 
GOBLINS, MORPHEUS, 
PARADROID and much much 
more. 

7ITX ,\\ O M VII; another 
incredible TIPSPLUS freebie 
complete with yet more brand 
new hints and fantastic golden 
oldies for your budget 
rereleases. 

© ZZAP! 64 Ltd 1991 
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GRIBBLY'S 

DAY 


(Hewson) 

Place your Gribbly cassette in the 
player and type SYS 63276. Press 
play and once the first part has loaded 
enter the following... 

POKE 964,76 (RETURN) 

POKE 965,167 (RETURN) 

POKE 966,2 (RETURN) 

POKE 679,196 (RETURN) 

POKE 680,0 (RETURN) 

POKE 681,141 (RETURN) 

POKE 682,6 (RETURN) 


POKE 683,128 (RETURN) 

POKE 684,76 (RETURN) 

POKE 685,226 (RETURN) 

POKE 686,252 (RETURN) 

POKE 783,1 :SYS 62828 (RETURN) 
The tape should start moving and the 
rest of the program should load, giving 
your fingers a chance to recover! 

When the computer resets enter any of 
the following... 

POKE 27085,234 (RETURN) 

POKE 27086,234 (RETURN) 

POKE 27087,234 (RETURN) 

to remove gravity so that Gribbly 
doesn’t fall — but you can still bounce. 
POKE 18815,234 (RETURN) 

POKE 18816,234 (RETURN) 
so that Gribbly doesn’t die when his 
energy runs out. 

POKE 18741,234 (RETURN) 

POKE 18742,234 (RETURN) 
to speed things up. 

FOR Z=3648 TO 4095: POKE Z,0: 
NEXT (RETURN) 
to remove the mutant Blabgorian. 

FOR Z=13568 TO 13951: POKE 
Z,0: NEXT (RETURN) 
to make the spinning seed disappear. 

FOR Z=15104 TO 15679: POKE 
Z,0: NEXT (RETURN) 
to make the flip-flop disappear. 


FOR Z= 16000 TO 16319: POKE 
Z,0: NEXT (RETURN) 
to make the fliers disappear. 

SYS 17088 to start the game. 


ARMALYTE 

(Thalamus) 

As well as giving infinite lives for both 
players this listing allows you to select 
any level... 


10 POKE 63410,96: PRINT 
CHR#(147): A=40832 
20 FOR X=0 TO 6: READ C: A=A+1: 
NEXT X 

30 PRINT “UNLIMITED LIVES 
PLAYER 1?”: GOSUB 150 
40 IF A#=“N” THEN GOTO 60 
50 POKE 59891,173 
60 PRINT “UNLIMITED LIVES 
, PLAYER 2 7”: GOSUB 150 
70 IF A#=“N” THEN GOTO 90 
80 POKE 59991,173 
90 PRINT “STARTING LEVEL (1-7) 
OR FINAL SCREEN (8)?” 

100 GET A: IF A=0 THEN 100 
110 IF A<1 OR A>8 THEN GOTO 140 
120 IF A<8 THEN GOTO 140 
130 POKE 45058,A: POKE 45060,0: 
SYS 40832 

140 POKE 45059,A-1: POKE 45058,A: 
SYS 40832 

150 GET A#: IF A#=“” THEN 150 
160 RETURN 

170 DATA 169,54,133,1,76,209,179 


BOMBUZAL 

(Imageworks/Megatape 16) 

Here are the 17 codes and their 
relevant levels: 

BOMB — 000 
RACE — 008 
RATT —016 
LISA —024 
DAVE — 032 
IRON — 040 
LEAD — 048 
WEED — 056 
RING — 064 
GIRL — 072 
GOLD —080 
OPAL — 088 
SONG — 096 
FIRE — 104 
LAMP —112 
TREE —120 
SINK—128 


HEAD OYER HEEL 

(The Hit Squad) 

Infinite Everything 

Here’s a POKE for unlimited everything: Heads, H? 
donuts (once picked up), speed (once picked up), 
invulnerability (once picked up), and unlimited jumf 
(once picked up). Just type in the listing, RUN it, ar 
press play on the rewound tape. 

10 DATA 

198,157,169,0,162,1,168,32,186,255,32,189,255,! 
20 DATA 

213,255,169,208,141,146,4,96,206,126,117,206,11 
30 DATA 

122,169,128,141,109,117,76,3,1,0,0,0,0,0,0,0,-1 
40 FOR L=53229 TO * 

53300: READ A: IF 

A=-1 THEN SYS ■ - ” 

53229 ■ 

50 POKE L,A: ^< 

next m 


ALPHA 


(Llamasoft/ 

Hewson) 

Reset Pokes 

For infinite lives, 
load the game, 

Reset and enter: 

POKE 23060,76 
POKE 23061,30 
POKE 23062,90 
SYS 16384 to restart. 

Alternatively, POKE 16411, (number of 
lives from 0 to 128), then SYS 16384 
to restart. 

Infinite Lives 

If you don’t have a Reset switch, then 
type in this listing, RUN it (making sure 
that a rewound Iridis Alpha cassette is 
in your tape deck) and then ‘press play 
on tape’. When the computer resets 
enter the POKEs then type SYS 2064 
to start. 

10 FOR N=0 TO 34 
20 READ A 
30 POKE 49152+N,A 
40 NEXT N 
50 SYS 49152 

100 DATA 169,1,162,1,160,255 
110 DATA 32,186,255,169,0,32 
120 DATA 189,255,169,0,32,213 
130 DATA 255,169,76,141,209,3 
140 DATA 169,226,141,210,3,169 
150 DATA 252,142,211,3,96 
Expert Cartridge 
For infinite lives... 














Scroll under 


Chains for 
Nunchakas 


Gun Powder 


Level 1 - Earth 


Potion 


Sticks for 
Nunchakas 


Roof Tiles — Nails 


Gas 

Lamp 


out on cassette and 
disk now although 
quite where the 
cartridge version has gone I’m not 
too sure. And just when I was 
considering maps along comes this 
neat lot and hacks galore! ZZAP! 
tipsters — you read my mind! 

Thanks goes to Edward Masson 
of Nigg, Aberdeen (Nigg?!?) for his 
nifty maps , Waz and Clint 
Pilkington from Manchester way for 
the solution and POKES, and Oliver 
Roberts from Loddon, Norwich 
direction, for both! 

• To build up Bushido (particularly on 
level 5), fight unarmed! 

• Search everywhere in case you’ve 
missed anything first time round. 

• Once you’ve done a set task on a 
level, you won’t need to do it again 
even on a continue-play. 


• Remember to use the weapon the 
enemy have if possible! 

• Take care jumping, there’s little 
margin for error. 

• Baddies are killed quicker by 
repeated stabs at the head with a 
weapon or kicks without! 

• To defeat the bad guys at the end of 
each level use NUNCHAKAS only, not 
even Shurikens! 

If you’re having problems getting 
through each level try these Waz 
Pilkington Action Replay Cartridge 
POKES for each level. Load up the 
game and freeze the game at the level 
you want to cheat on (using the Action 
Replay Cartridge. Enter the POKES 
and restart the game in easy mode!!!! 

Level 1 — Earth 

POKE 28986,165 







Get in line 
with the 
pillar and 
use the rope 
and climb 
down so that 
the tree 
covers you 


Poison Ivy — 
can climb down 
but will lose some 
energy 


Dead end 


Hit and it will 
move along the 
DOWN river 


Hit and it with 
weapon and it will 
move down and 
then upriver 


Scroll 


Rope 

under 

tree 


Level 2 -Wind 


Kill the first enemy and get the 
GLOVE from the hut. Take the top- 
right exit, kill the enemy and take top- 
right exit again. Kill enemy and pick up 
the SWORD (located at the statue). 
Bottom-right exit and keep running 
(don’t fight the enemy here!) and take 
the next bottom-right exit. Take the 
POTION from near the door and kill 
the enemy here with the sword. 
Bottom-left exit, kill the enemy before 
taking the NAILS (near the leftmost 
hut) and now the glove and the nails 
combine to make a CLIMBING 
GLOVE. 

Take the very top-left exit, kill 
enemy and take the BRANCHES (face 
the tree to do it). Top-right exit, kill 
enemy and get the SHURIKENS (face 
top-right at the statue). Top-right exit 
and you’ll be back where you started. 
Kill the enemy and take the top-left 
exit. Kill enemy here and go inside the 
Hut and take the CHAIN from the 
second hanging basket to get 
NUNCHAKAS. 

Bottom-left exit and kill enemy. Go 
to the bottom-right of the screen (near 
the cliff) and climb using the climbing 
glove. Walk past the rock and into the 
next screen. Take the GLASS LAMP, 
go back past the rock and climb down. 
Kill enemy again and enter the Gun 
Powder Store. Hold the lamp and take 
the GUNPOWDER which should make 
a BOMB. Go back up the cliff, face the 
rock and use the bomb. Kill the enemy 
if you need to, take the top-left exit 
then the top-left exit again. Stand on 


running, jump onto the lily pad and off 
it again as quickly as possible, you 
don’t have much room for error here! 
Keep going and find the POTION. 

Keep going through the top-right exit 
and kill enemy. Top-left exit, kill enemy 
and find the SCROLL near the Hut. 
Top-left exit, kill the enemy, top-right 
exit and take the ROPE. 

Go back the way you came until you 
reach your start position. Kill enemy 
and take the bottom-left exit. Kill 
enemy, use the rope and climb down 
(but not on the green vines as you lose 
energy!). Hold the scroll and kill the 
Shogun using the Nunchakas. You’ve 
done it again, Last Ninja! 

Level 3 — Water 

POKE 28824,165 

Kill the enemy and take the top-right 
exit. Kill enemy and get the SCROLL. 
Top-right exit, kill enemy, top-left exit. 
Get the STAFF from the reeds at the 
start of this screen. Kill enemy and 
take the top-left exit and top-left again. 
Kill enemy and take the POTION, then 
take the top-left exit again! Kill enemy 
and take the SHURIKENS (position 
your hands near the piece of mud in 
the corner) and take the top-left exit. 
Kill enemy and jump onto the wooden 
bridge. Enter the next screen (via the 
bridge) then take the PLUG from the 
edge of the bridge. Jump back across 
to terra firma and take the bottom-left 
exit. Kill the enemy and go bottom 
right. Then kill the enemy and go 



Drop the 
plug here: 
waterfall 
now 
(at the 
drain) 


Staff 


Extra Stars 


Invisible hole can be 
jumped over 


Level 3 -Water 


Potion 


the rock to get the SCROLL. 

Bottom-right exit, then go to the 
bottom-left at the crossroads. Kill 
enemy then hold the scroll and enter 
the Hut. Kill the Shogun with 
Nunchakas and you’ve done it! 

Level 2 — Wind 
POKE 29231,165 

Note: If you touch the vine to begin 
with on this level the enemy will 
initially not attack! 

Take the top-left exit and kill enemy. 
Bottom-left exit, kill enemy and follow 
the path round. Take the BELLOWS 
on this screen and ‘pick up’ the lily pad 
to move it. Exit top-right and keep 


bottom-left! 

You are at the waterfall. Cross the 
bridge (it’s safe!) and go bottom-left. 
Kill the enemy and go bottom-left 
again. Stop at the little 
drain and use the 
plug. You should 
flash to indicate 
you’ve done it! Now 
go top-right twice to 
the waterfall (which 
has run out!) enter 
using the scroll and kill 
the Shogun. Level 3 
done! 

Level 4 — Fire 

POKE 29059,165 










Use staple to climb up 
and down 

Die if stepped on Lava flow 
Staple 



Flow Agent 


Use staple to climb up 
and down 


Stand here (behind the line). 
Use bellows (to raise the fire) 
and then use the key mould — 
the key mould will then turn 
into a key 


Level 4 - Fire 


Kill the first enemy and now check 
what you have. If you DON’T have the 
bellows then your tape is bugged as 
the all-important bellows mysteriously 
disappear into program-bug land. Try 
the other side of the tape but don’t say 
I’ve not warned you! 

After this little interruption go 
through the bottom-right exit, kill the 
enemy and get the STAPLE (in the 
box). Exit bottom-left, kill the enemy 
and take the POTION (you’ll need it 
now!). Exit bottom-right, top-right to the 
lava pool. Jump over the pool (use the 
path in the middle), then exit bottom- 
right and kill enemy. Use the Staple 
and climb up the ladder. Follow the 
path through the doors and take the 
INGOT. Climb down the left side, kill 


the enemy, exit top-right. Kill enemy 
(kill, kill, kill — far too much violence, 
tut tut!) and get the DUST MASK. 

Go back whence you came (using 
the staple to climb back) until you 
reach the lava pit and the pipe feeding 
it. Jump to the path and use the dust 
mask. Go bottom-left and take the 
FLOW AGENT and now go back the 
way you’ve come (over the lava, up the 
ladder, down the wall and up right). 
WARNING: DO NOT remove the dust 
mask while in the room with the flow 
agent. You have been warned!! 

Now go up to the top-left exit and to 
the Furnace and use the bellows to 
light it. Now exit top-left, kill enemy and 
get the SCROLL from the Pot. Exit top- 
left, get the KEY MOULD from the 
Barrel. Go top-right then bottom-right 


furnace. Lo and behold you now have 
a key!!! Now exit bottom-left and use 
the key on the Gate and it will open. 

Go down the steps, hold the scroll then 
kill the Shogun. Phew!! 

Level 5 — Void 

POKE 29212,165 

Easy start, hard finish! 

Do not fight unless you don’t have a lot 
of Bushido power. Get the POTION, 
then the SCROLL and hold the scroll. 
Enter the end-screen. To defeat your 
opponent stand in the centre of the 
Pentacle and duck down. You then 
reflect the Shogun’s shurikens back at 
him. Eventually he will die but then you 
have to fight him on the floor with 
Nunchakas. When he’s defeated, sit 



Use crouch 
position on the 
left side of the 
chair. Keep 
holding. Now 
use scroll. He 
starts using his 
Shurikens but 
will miss you. 
Your power 
starts to go 
down. Don’t 
worry. You will 
flash as if you’re 
dead then you 
have to kill him 
without his 
armour — ta 
daaaa! Roll on 
the end 
sequence and 
the lovely 
music. 


Level 5 - Void 


and watch the fabulous end sequence. 
DO NOT enter the final conflict without 
FULL Bushido power or you’ll be sorry! 

Bad Guys 

And Waz comes to the rescue 
with a little warning for those of you 
having problems with Level 4. 
Explain, Waz! 

Even if Level 4 loads bug-free and you 
still have the bellows, it seems you 
only have ONE attempt at using them 
and if you muck this up and you only 
have one life on Level 4 then you won’t 
do it! So once you’ve set the plug on 
Level 3 by the whirlpool, kill yourself 
off. Then on your continue-play, get 
the scroll then find the waterfall and 
exit. This way you’ll have a couple of 
lives to play with! If you run out of 
continue-plays then start all over 
again. 

To use the Nunchakas well, hold down 
Fire and push Up and Up and Up very 
quickly to become Ace (don’t worry 
about your Bushido power because 
you don’t need it to kill Shoguns — 
that’s only for the Amiga version). (A 
slight difference of opinion there, Waz 
and Eddie!? — Rob H). 

Mapper Eddie Masson has a slight 
variation on the Final Conflict in the 
Void. 

Use crouch position on the left hand 
side of his armchair. Now use the 
Scroll and he starts to throw Shurikens 
at you which go over you. Don’t worry 
that your energy goes down as you’ll 
flash as if you’re dead and then you 
have to beat him up again. Just Fire 
and Up with Nunchakas and you’ve 
done it. 


Last minute thanks to J R Lambert 
of Sheffield for these Action Replay 
Cartridge infinite weapon POKES as 
well. 


Infinite shurikens once collected: 
Level 1 — POKE 25954,165 
Level 2 — POKE 25943,165 
Level 3 —POKE 26373,165 
If you complete the game and you’re 
so impressed by the end sequence 
that you want to see it again then 
make sure you have a Reset Switch 
plugged in and reset the game while 
it’s showing the end sequence and 
type SYS 19909 to relive your victory 
over Armakuni again and again and 
again... 
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(Lucasfilm/US Gold) 


Did you know that Lucasfiltn have 
made this game into an American TV 
show? Well you do now! A classic 
game from the masters of graphic 

adventures. Here’s the complete 

solution to Maniac Mansion for those 

of you out to save Sandy (and her 

brain!). 


NOTE: First of all. you should have 

DAVE, SYD and RAZOR as your 

characters. While playing, Dave carries 
all the items and does the moves (except 
when written differently). Now here we 

i°Go to the front of the mansion. Pull the 
left bushes and the doormat, ic up 

^Unlock the front door with the key and 
enter Open the far right door and enter. 
Open the next room's far right door again 

Tlum on the lamp and walk to the far 

right to the loose panel. Pull the Panek 

4 Pick up the cassette tape and exit both 

5 >< Take RAZOR to the mailbox and move 
SYD into the mansion. As SYD, pus 

right gargoyle and take DAVE into the 

basement. ,, r r 

6. Turn on the light switch, go to the fa 

left and-pick up the silver key . Don t- 

touch the fuse box and exit the 
basement. 

7 Enter the kitchen door (next to the 

| grandfather clock) and pick up the 

1 flashlight. If EDNA is near the refngerat 
1 and chases after you, quickly nin back 


where you came from and go in again. T 
8 Open the refrigerator and pick up the 

old batteries and the can of Pepsi. 

9 . Go through the dining room to the 
storage room and pick up the ]ar and fruit a 

m Unlock the door with the silver key * 

and fill the jar in the pool and then retur ( 

to the main entrance. 

! 1 Go upstairs and enter the room on 
the left. Pick up the wax fruits and paint 

remover. Now exit the room. 

12 Go upstairs and give the wax fruits t 
the green tentacle. When it is thirsty, give 
the fruit drinks to it. 

13. Go upstairs and enter the first door 
on the left. 

14 . Rick up the dime and walk up th 

itpick up the record and key on the 
right wall. Exit to the hallway. 

16 . Go to the fourth room on the r, 9 ht 
and use the Hunk-O-Matic machine. Now 

exit the room. 

17 When the doorbell rings, switch o 

n RAZOR and pick up the stamps on the 

package but NOT the package! Now 

you’d better SAVE your game position. 

Then switch to DAVE. FD 

(th 18. Now you must act quickly. WhileED 

is out of his room, pick up the hamster 

ve and the card key behind it from his room. 
he Open the piggy bank and pick up a 

one dime. If ED catches you then reloa 

the game and try again! 

r i g Enter the room through the far right 

r doorandusethejarandcanofPepsion 

- -the m o n -ea ting-plan t a nd usethe p am t 
remover on the paint blotch on the walT 
20. Return to the second floor and ent 
the room where the piano is. 

ator 21. Use the cassette in the cassette 

, k recorder and the record in the Victrola. 


Turn on the cassette recorder and the the « 

Victrola. When the vase on the piano * 

the Victrola, pick up the cassette tape ^ 

and exit the room. 

22 Go downstairs to the room on the 

right. Open the cabinet door and use the to, 

cassette tape on the cassette player. 3 

Pick up the old rusty key, which is in the 

broken chandelier. With this key yoe can an 

get out of the dungeon. Pick up th ^ 

cassette tape and exit the room. 3; 

23 Go back to the piano room. Use th 

cassette on the recorder. Take SYD or m 

RAZOR to the piano room. (Turn on the 
cassette recorder.) Play the piano with g 

the kid you just brought in. Turn off t 
recorder, pick up the cassette tape turn « 

on the TV and watch it very carefu y. _ 

Now exit the room. 

24 Go to the room where the green 

tentacle is and give the cassette tape to 

„ it. pick up the demotape and exit the 

25 Take RAZOR and SYD to the top 
floor and give them both dimes. Take 
SYD and RAZOR to the man-eating-plant 
room and position DAVE by the door 
the riqht of the radio room on the top 
) floor. Now you should again SAVE your 
qame position again. 

^ 26. Enter EDNA’S room and quickly g 

,et up the ladder on the right. 

Id 27 Turn on the light and pull the picture. 

28 Switch to the person in the man- 
lt eating-plant room and walk to the hatch, 
on Use the dime in the coin slot and push 
: thTright button. Use the second dime in 

r . the coin-slot and push the right button 

te r again. Use the telescope and read the 
safe combination. 

29 Switch to DAVE and open the safe 

a with the combination from before. Pick up 


the envelope but DON'T open it yet. Exit wir 
the room. Use the old rusty key to get ou ^ 

of the dungeon. . 

30 Switch back to the person in the 1 

man-eating-plant room. Exit room.and 3 

use the Hunk-O-Matic machine. Return th 

to the main floor and meet DAVE. 

31 Take one strong kid with the yellow a 
key to the garage door behind the pool ^ 
area. Open the garage and open the 
trunk with the yellow key and pick up the S 

tool box. Go to the pool. ; 

32 Switch to DAVE and go in front of the 
mansion. Pull the grating next to the 
stairs and enter. Walk to the water valve. 

Now act quickly and turn on the vafve. 

33 Switch to the person near the poo 

and enter the pool. Pick up the glowing 

key and the radio. Exit the pool and walk 

turn off the valve. Take Dave and the 
person near the pool to the kitchen. Give 

the items to DAVE. 

34. Take DAVE to the water from the 
faucet Use the envelope and jar in t e 
Slave oven. Turn on the m^owave 
lt oven and pick up the envelope and ]ar 
when they are cool. 

35 Take DAVE to the man-eating-plant 

room and use the envelope with the 
typewriter. You now need tools and goo 

batteries from the radio. 

36 Open the door to the right and enter. 
e Turn on the light and walk to the wires on 
the left. Use the good batteries from the 
h radio on the flashlight. 

, ' 37. Switch to another kid and take the W 

in down to the basement (you need both 

the kids to do this). Turn on the lights an< 

r - walk to the-fuse- box- Open the fuse box^ 

and now you have to act very quickty. 

38 Turn off the circuit breakers, switc 
l up DAVE and turn on the flashlight. Fix the 


ELITE 

(Firebird) 

SPACEY SUGGESTIONS 

Firstly you need cash to get anywhere 
in Elite and the only two ways to do 
this is by trading or shooting Pirates. If 
you are a beginner you won’t be able 
to kill many Pirates so you’ll have to 
trade. 

Trading 

One of the best trading routes is 
between LAVE, LEESTI and DISO. 
This is a good route because it’s pretty 
safe for beginners and once you get 
going the cash really starts to flow. 

Start at LAVE and take furs to 
LEESTI. At LEESTI take computers to 
DISO and from DISO take furs or food 
back to LEESTI (if the price is above 
sixty credits on furs take food instead). 
Don’t bother going back to LAVE until 
you are more experienced. 

Equipment 

The best equipment to buy is listed 
below: 

Large Cargo Bay: Now you can take 
more cargo on your runs from planet to 
planet. 


Beam Lasers: Pirate ships blow 
up much faster than they do with Pulse 
Lasers and it saves all that messing 
around. 

ECM System: There is nothing worse 
than being destroyed by a rogue 
missile that you can’t hit. 

Fuel Scoops: A good investment as 
you can pick up cargo cannisters left 
behind by any ships destroyed. You 
can also pick up fuel from the sun. 
Docking Computers: Although you 
must be able to dock manually, this 
eases the worry of hitting the side of 
the space station and blowing yourself 
up. Lovely music too... 

Extra Energy: Makes your energy 
charge up independently of your 
shields and recharges quicker than 
normal. 

Military Lasers: Get these as soon as 
possible as the enemy can be blown 
up very quickly and they’re great fun to 
use. Also, you can’t do the 
CONSTRICTOR mission unless you 
have these. 

Other items of equipment can be 
bought at leisure. 

When buying any of the above 
make sure you have enough credits 
left over to carry on trading. 


General Tips 

•A- Don’t trade in contraband! 

★ Energy Bombs don’t work on 
Thargoids but they will destroy the 
smaller, remote-controlled Thargons. 

•fc Only trade in computers, furs and 
food. 

Don’t go to Anarchy planets such as 
RIEDQUAT until you are competent 
with Military Lasers and an Iron Ass (!). 
'k When flying to a planet or sun the 
whole game seems to slow down so 
go to another view. The shields charge 
up quicker too. 

* Every time you go into a new galaxy 
your legal status is restored to clean. So, 
after you have been into battle with the 
Vipers to increase your status, perform 
a Galactic HyperSpace to the next 
galaxy where you will be clean again. 

CHEAT 

Pause the game then type X, C and M 
on the keyboard. Who needs a 
Docking Computer now!? 

LISTINGS 

The following listings enable you to 
load in and alter your saved data file 
and add to your credits, equipment etc. 
Firstly, type in the listing that is most 
applicable to you... 


15 READ A: POKE X,A 

20 T=T+A: NEXT: PRINT T 

30 IF T< >10832 THEN PRINT “DATA 

ERROR” 

40 DATA 

32,65,32,141,251,37,32,51,32,141,252 
,37,169, 1,162,1 
50 DATA 

160,1,32,186,255,169,4,162,47,160,32 
,32,189, 255,169,176,133,251,169,37 
60 DATA 

133,252,169,251,162,253,160,37,76,2 
16,255,67, 

77,68,82,162,73,24,138,125 
70 DATA 

175,37,93,176,37,202,208,247,96,162, 
73,24, 138,134,187,69,187,106,125 
80 DATA 

175,37,93,176,37,202,208,242,96,255 

Or... Disk: 

10 FOR X=8192 TO 8276 

15 READ A: POKE X,A 

20 T=T+A: NEXT: PRINT T 

30 IF T< >10792 THEN PRINT “DATA 

ERROR” 

40 DATA 

32,65,32,141,251,37,32,51,32,141,252 
,37,169, 1,162,8 
50 DATA 

160,1,32,186,255,169,4,162,47,160,32 
,32,189, 255,169,176,133,251,169,37 








3S With the tools and then switch back 

he person in the basement and turn 

the circuit breakers. Return both of 

, team members to the main floor. 

Use the stamps on the envelope, put 

demotape in the envelope and put 
e envelope in the mailbox. Lift the flag 

[ d l eave somebody (NOT DAVE) near 

o After DOCTOR FRED plays the video 
ame, go to the room where the video 
|a mes are. Enter the room and walk to 
;,3 meteormess game. Use the qu ® 

„ the coin slot and write down the high 

^Return to the front door and wait for 
lie doorbell to ring. Switch to the person 
near the mailbox. Open the mailboxan 
pick up the contract and return to the 
house. Give the contract to DAVE. 

42. As DAVE, give the contract to the 
qreen tentacle. 

43 Go to the basement and open th 
door with the old rusty key. Open the 
padlock with the glowing key and op 
the inner door with the numbers/high 
scores from the video game 
Now SAVE your game porter.for the 
third and final time, you're nearly 
Can Sandy be saved in time... • 

44 Enter the lab and walk to the right 
Open the door and enter. Walk to the 

’ the card slot and enter, urn 

switch and pick up the meteor on the 

right. Open the door and enter the 

, finally, use the meteor in the trunk 
and use the yellow key in the weird Ed 

CONGRATULATIONS! YOU’VE 
3 COMPLETED MANIAC MANSION!! 


60 DATA 

133,252,169,251,162,253,160,37,76,2 

16,255,64, 

48,58,77,162,73,24,138,125 
70 DATA 

175,37,93,176,37,202,208,247,96,162, 
73,24, 138,134,187,69,187,106,125 
80 DATA 

175,37,93,176,37,202,208,242,96,255 


You can either SAVE the program 
out or use it as it is. 

When you’re ready, type RUN 
(RETURN) and when (if?) the 
correct checksum is printed, LOAD 
your saved game from tape or disk. 
If you get a DATA ERROR after 
running the program, you have 
typed in a piece of the data wrongly 
and must check through the listing 
thoroughly, amending any errors 
found. To LOAD your saved game 
from tape LOAD “filename”, 1,1 
where ‘filename’ is the name of your 
data file. Disk owners LOAD 
“filename”,8,1. Now you can enter 
some really meaty POKEs... 

POKE 9649,0 to 255 to change 
planet X co-ordinate. 

POKE 9650,0 to 255 to change 
planet Y co-ordinate. 

POKE 9696,0 to 255 and, 

POKE 9697,0 to 255 set the 
number of Trumbles on board. 



POKE 9699,0 to 255 number of 
missiles. 

POKE 9719,0 to 255 number of kills. 
POKE 9648,18 to set legal status to 
clean. 

POKE 9720,255 to gain Elite status. 
The Laser Pokes 

POKE 9664,151 gives front military 
lasers. 

POKE 9665,15 gives rear pulse 
lasers. 

POKE 9666,143 gives left side 
beam lasers. 

POKE 9667,50 gives right side 
mining lasers. 

Swapping the values around in this 
set of POKEs gives different 
combinations of lasers and positions. 

Equipment Pokes 

POKE 9661,255 for 25.5 light years’ 

worth of fuel. 

POKE 9670,255 enlarge cargo bay 
to have 255 tonnes capacity. 

POKE 9688,255 gives you an 
escape pod. 

POKE 9689,255 gives fuel scoops. 
POKE 9690,255 gives ECM system. 
POKE 9691,255 gives energy bomb. 
POKE 9692,255 gives extra energy 
unit. 

POKE 9693,255 gives docking 
computer. 

POKE 9694,255 gives galactic 
hyperspace unit. 

POKE 9670,255 gives 255 missiles. 
Cargo Pokes 

POKE 9671 ,0-255 for 0-255 tons of 
food. 

POKE 9672,0-255 for 0-255 tons of 
textiles. 

POKE 9673,0-255 for radioactives. 
POKE 9674,0-255... and so on till... 
...POKE 9687,0-255 for 0-255 tons 
of alien items. 


(System 3) ^ 

Tips 

man nC an UMa H :TOdefeatMa nchu 

man all you have to do is keep your 
'stance and punch him. If he 

rr C !° Se ' knee or sf iin kick him 

to till uld back 0ff • al,owin 9 you 
finish him off with a few good ^ 

Punches. No problem, really 

Dan Fists: All you have to do to this 

hard!v PUnChandflykiCk ' andhe 
nardly ever comes close. If by 

some extraordinary quirk oi fate he 
hhTr backoffquick| y or he'll use 

Nmja magic andp uty °u 0 ^ fo r 
Bambu Man: This one usually stays 

better k r r ,allOWin9SOmeofthe 

better kicks to be used. If he comes 

00 close, just back off and knee him 
until he takes a couple of steps back 
and carry on kicking him. 

K'lla Kale: This old gutter is the 

^® St0 ^ helot!K ee p y°ur distance 

goodme hr ° Win9the0ddkickfor 
backoTT ' fhe “ in close, 
kicking ^~ b6Causeonce be starts 

kicking you re as good as dead Just 

Sr “ , *»v 

fem^ Sa ! ly:TObeatthiSmach ° 

female into submission, just keeo 

Vour distance and either use a 

S3S**"*“ 

^yourself and see if you win. 


* ee P your 

stance and keep on kicking, and 

there shouldn't be too many 
problems. If he does wander (and 

you re pretty unlucky if he does) iust 

Punch or elbow him ,J 

^ Ka,e;Abi ' of a tough,e this 
ne Continually punch him, and try 

no to kick. If he comes in close 

watch out for his deadly headbutt 

o “'r:° dd,y en ° U9h ' fhe last 
the kick boxers is one of the 
easiest to beat —what an 
anticlimax! As soon as the bell goes 

kickhim" 9 t'| Ck f ° h6ad ' then shin 
him until his energy „ verylow 

and finally polish him off with a ' 

couple of punches. After that stare 

aghast at the rubbish ending screen 

and saunter off and make a cup of 

Name Change 

To change the names of the fighters 

type 9990 on the title screen. 


Music Hacks 

If you find the loading music is the 

sort of stuff you can get off on, start 

the game LOADing, then when the 

music gets going, Reset and type 

(RETURN) 4296 ’ 15 ' SYS 38529 
On the other hand, if you prefer the 
p music, let the game LOAD, then 

Reset on the title screen and 
(R E P T°UR E Nr 6 ' 3,:SYS 36294 


IK+ 

(System 3) 


Type in the listing, leaving out the 
REM lines corresponding to the 
cheats you don’t want. RUN it to 
load the game. 

1 FOR A=4096 TO 4142: READ B: 
POKE A,B: T1=T1+B: NEXT: A=384 

2 READ B: POKE A,B: A=A+1: 
T2=T2+B: IF B< >8 GOTO 2 

3 IF T1< >4794 OR T2>1483 OR 
T2<97 THEN PRINT “ERROR”: 

END 

4 SYS 4134 

10 DATA 196, 76, 141, 117, 8, 169, 
16,141,118,8,141,119,8,76,0, 
8,165,2,240 

11 DATA 252, 232, 142, 1, 10, 169, 
128,141,0,10,238,191,9,206, 
96,9,76,121,8 

12 DATA 32, 86, 245, 169, 16, 141, 
245,3,96 

20 DATA 169,0,141,79,27: REM 
INFINITE TIME 

21 DATA 169, 173, 141, 51, 27, 169, 
19, 141, 53, 27: REM WHITE WINS 
23 DATA 76, 13,8 


PHWOAR! MORE HOT TIPS FOR A 
SCORCHING SUMMER! YOU'LL 
NEED MORE THAN AN ICE CREAM 
TO COOL YOU OFF AFTER THESE 
CORKERS 

THIS MONTH THERE'S TWO DEF 
GUIDES TO TWO SPACE EPICS: 
MERCENARY AND ELITE ! JUST 
THE THING FOR THREE-HEADED 
ALIENS FROM THE PLANET 
HOGG! 

NEXT MONTH: AN AMAZING FULL- 
COLOUR DOUBLE-SIDED MAP OF 
MIKE SINGLETON'S LORDS Of 
MIDNIGHT AND DOOMDARK'S 
REVENGE. MISS IT AT YOUR 
PERIL, BERYL! 

© ZZAP! 64 Ltd 1991 
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Targ Tips 

it Drop all objects and get the kitchen 
sink. You can now pick up virtually 
anything, such as skull and crossbones 
symbols, spacecraft, objects already 
sold, and the spider’s web, which can 
also be used to open any locked doors! 
it If you should be unlucky enough to 
fall out of the Colony Craft and are in 
possession of the cheese, don’t despair 
— press L to stop you falling, drop the 
cheese and board it. You can now fly 
around! 

it Believe it or not, it is possible to return 
to Targ after you’ve escaped! Once the 
congratulatory message has been 
given, keep pressing D to drop all 
objects, and then press L to leave the 
ship. Wait for the elevation dial to fall to 
zero before pressing CTRL and Q 
together, and you will find yourself back 


continue playing, even though the 
‘GAME OVER’ message is constantly 
displayed! The reason for dropping all 
objects is so that when you press CTRL 
and Q, they aren’t scattered about the 
landscape. This can also be used during 
the game, so you can pick up a new 
ship whenever you want! 
it After crashing on the planet Targ for 
the first time, don’t touch either joystick 
or keyboard to instigate some, 
humourous responses from Benson. 
it If you’ve destroyed the Encounter 
sign and try to leave the planet you will 
be told The author won’t let you leave 
until you fix his advert’, so either don’t 
shoot the sign or repair it first with the 
anti-time bomb. 

★ It is possible to drop objects when 
using the elevators, so that they appear 
in mid-air! However, sometimes objects 
can be lost, so take care. 


backwards at a speed of -625 so that it 
follows you and can then be picked off 
at will. However, if it fires, accelerate to 
avoid the missile. Better still, crash into 
the ground so that when you get shot 
your ship doesn’t get blown up, only you 
do! 

★ There is a ship flying back and forth 
between locations 00-00 and 00-15, at 
an altitude of 500, and a speed of 100. It 
is in fact the Palyar Commander’s 
Brother-In-Law’s New Ship, as revealed 
on destroying it! It is possible to pick up 
the Ship when in possession of the 
kitchen sink. You can then put it on a 
different course and let it flit back and 
forth. 

★ Doors with a diagonal line from the 
top left to the bottom right are 
transporter exits only. Doors with a line 
from the top right to the bottom left are 
transporter entrances only, and doors 


way. 

it If you enter the transporter in the 
Laboratory (a door marked with a skull 
and crossbones) it transports you down 
to the planet and reverses all the 
locations! 

it Walk out of the door marked with a 
skull and crossbones on the bottom 
level of the Colony Craft and press L to 
stop falling. You can now walk about 
and use ships as if you were on the 
ground! This means that you can 
reposition objects at will. However, to do 
this you must first have the Kitchen Sink 
and also the large Pyramid (the pyramid 
is to be found in the wasteland — you 
can see it as you come in to ‘land’ at the 
start of the game). Pick up the Pyramid 
at its very centre using the Kitchen Sink 
and now you can have fun dropping 
objects everywhere. 

★ If you have the kitchen sink you can 
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take the elevator cage at 81-35! 

The Objects 

Here’s a list of the various objects 
and their uses... 

Antenna: makes the radio in the 
Communications Room work. 

Antigrav: enables you to pick up very 
heavy objects, such as ships. 

Anti-Time Bomb: used to reassemble 
any buildings previously destroyed. Just 
fire at the wreckage and it will rebuild in 
front of your very eyes! 

Photon Emitter: acts as a torch. 

Sights: only useful for helping your aim. 
Metal Detector: changes the colour of 
the information panel according to who 
owns a particular building. RED means 
that no-one owns it, GREEN means it is 
under Palyar occupation and BLUE 
means it is owned by Mechanoids. By 
the way, destroying all of the Mechanoid 
buildings results in a 500,000 credit 


reward from the Palyars! 

Poweramp: boosts the speed of the 
Dominion Dart to that of the cheese, but 
it must be carried permanently to do so. 
Novadrive: enables the Intergalactic 
Craft to function. 

Where To Drop 'Em! 

Where all the smart Mercenary 
players are dropping their things, and 
for how much... 

Drop the Catering Provisions in the 
KITCHEN for 60,000 credits. 

Drop the Gold in the EXCHEQUER for 
100,000 credits. 

Drop the Essential 12939 Supply 
(Pepsi) in the CONFERENCE ROOM 
for 50,000 credits. 

Drop the Mechanoid Leader in the 
Palyar Interview Room for 250,000 
credits. BUT, if you want to sell things to 
the Mechanoids, be sure you haven’t 
sold their leader to the Palyars 


beforehand, since they won’t be 
interested. 

Drop the Medical Supplies in the 
INFIRMARY for 40,000 credits. 

Drop the Databank in the CONTROL 
ROOM for 100,000 credits. 

Drop the Winchester in the 
MECHANOID LABORATORY for 
250,000 credits. 

Drop the Neutron Fuel in the 
MECHANOID ENGINE ROOM for 
250,000 credits. 

Drop the Energy Crystal in the 
MECHANOID POWER ROOM for 
100,000 credits. 

Drop the Useful Armament in the 
MECHANOID ARMOURY for 120,000 
credits. 

Drop the Large Box in the MECHANOID 
STORES for 80,000 credits. 

The Three Ways Of Escaping 

Method 1 : Rent a spaceship from Hertz 


for 1,000,000 credits. 

Method 2: Go to the hangar at 
location 81-35, armed with lots of 
keys (or the spider’s web) and the 
photon emitter. There are two 
transporter doors here — go through 
the left-hand one to appear at 
location 03-15. Wander around until 
you find a door with a skull and 
crossbones on it (yes, go on, take the 
sign if you’ve got the kitchen sink). 
Behind this door (it is safe to enter, 
providing you’ve got the photon 
emitter) there is the Interstellar Ship, 
which can be used in conjunction with 
the Novadrive to leave the planet. 

You will also need the Pass (a square 
with a P on it) to leave the hangar. 
This can be found in a room adjacent 
to the hangar. 

Method 3: Just use the spider’s web 
instead of the pass to get to the 
Interstellar Ship! 










































































































































































